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LEVEL 4 
Animated characters motivate and 


entertain students as they learn math 
concepts and improve computation skills. 





- WILD WEST MATH 
LEVEL 4 


: Trailhand Dan, Bronco Buck, Oldtimer Amos, 
See oe ara ee Tumbleweed the town dog, Pop and Doc at the 
CeCe bE EE bank, and many other entertaining characters 
‘ provide practice in a wide range of math skills in 
a > , the Wild West Math series. The 9-disk series is 
iD a recommended for children in grades 3-5. 
Program options allow activities at each level to 
be tailored to become appropriate for younger or 
older children as well. 


Level 4 of Wild West Math is organized on 3 
disks. Disk 4A includes activities on place value 
and rounding. Disk 4B provides practice on basic 
facts and computation with all four basic 
operations. Disk 4C provides additional problem 
solving practice at the Computation Corral and 
includes the level 4 Wild West Test. 


A major strength of the Wild West Math series is 
the use of help screens. Interactive, tutorial help 
screens are available whenever a child requests 
help or demonstrates, through a pattern of wrong 
responses, that he or she is having difficulty. All 
help screens give immediate attention to the 
precise problem with which the student is having 
trouble. Teachers also will appreciate the 
program options which allow the level of 
difficulty in 17 of the 18 activities in Wild West 
Math to be adjusted to individual student needs. 
Summary screens and printouts for each activity 
facilitate diagnosis of student scores and easy 
record keeping. 


e Features entertaining animated characters 
e Utilizes interactive, tutorial help screens 


e Provides summaries and printouts of 
student scores 


e Allows teacher control of difficulty level 
through program options 


e Offers disk-independent operation of 
individual programs. 
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For extended media life — 
here’s how to take care of your flexible disk 





Protect 

Proteger Never touch! 
Protéger Nunca toque! 
Schiitzen Jamais toucher! 
F ig Nie Beriihren! 
No 

No 

Non 10°C —> 52°C 
Nicht 50°F —> 125°F 
iz & 

Insert carefully Never 

Insertar con cuidado Nunca 

Inserer avec soin Jamais 
Vorsichtig Einfiihren Nie 
WATER $23 Hak 
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Introduction 


Micrograms specializes in developing top quality educational 
software for use by students in grades K-6. The popularity and 
effectiveness of Micrograms software is primarily a credit to the 
teachers who design and edit each program. Careful attention 
has been given to the elements that make our software so 

effective: | 


¢ focus on specific curriculum objectives 


clear and concise directions which minimize teacher prepara- 
tion time and enable children to work independently 


motivating and challenging activities promoting student in- 
volvement through creative and entertaining program design 
and graphics 


professional presentation of material to promote student 
achievement 


multiple levels of difficulty 


accurate educational content 


consistent and appropriate interest, difficulty, and vocabulary 
levels 


constant monitoring of student progress, on-screen tracking 
of student achievement, and performance summaries 


immediate and helpful feedback to student responses 


program options to allow the teacher to structure activities to 
accommodate individual student needs 


easy program operation 


fast-loading DOS to minimize down time when setting up or 
changing programs 


disk independent operation eliminating frustrating delays dur- 
ing programs and to allow a Bn program to be loaded into 
several computers 


Since 1981 Micrograms has been dedicated to providing teach- 
ers and students with only top quality programs authored by 
experienced, professional educators. Our efforts to provide 
effective educational software are ongoing. Teachers can expect 
to find new Micrograms materials each year. We hope that we 
can become a favorite source to meet your educational soft- 
ware needs. 
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Getting Started 


The Wild West Math series is designed to be used by students 
with little or no advance teacher preparation required. 


To load a Wild West Math disk on an Apple lle or IIc computer: 


¢ Insert the disk, label side up, into disk drive 1 and close the 
door. | 


¢ Turn the computer on. 


When the title screen appears, press return to continue. The 
main menu will then present the activities contained on the disk. 
Press either 1 or 2 to select an activity. 


Before beginning each activity, the child is asked to enter his or 
her initials. Children should be instructed to use the same initials 
during each activity. The computer will process different initials 
as different students. The first thirty sets of initials will be 
recorded and available for a printout showing how well each 
student did on the activities. 


Purpose and Scope 


Level 4 of the Wild West Math series is organized on 3 disks. 
Although the activities are recommended for students in grade 
4, program options on each activity allow the teacher to adjust 
the level of difficulty so that a given activity may be suitable for 
younger or older students as well. Every activity includes one or 
more tutorial help screens to guide students through the spe- 
cific problem with which they are having difficulty. 


The activities on Disk 4A provide practice and instruction on 
place value through billions and rounding numbers to the 
nearest ten, hundred, and thousand. Disk 4B provides drill on 
all basic math facts and practice in adding, subtracting, multiply- 
ing, and dividing. The difficulty of the problems can be controlled 
by the teacher. Disk 4C provides additional computation prac- 
tice with Computation Corral and also includes Wild West Test, 
allowing the teacher to test on any or all of the level 4 activities. 


Place Value (Disk 4A) 
Program Description: 


Each tin can along the top of the fence marks a numerical place 
value between ones and billions. Look at the numbers printed 
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on the cans. Help Ernie hit a can with his cork gun by identifying 
which digit is in a given place. Tumbleweed, the friendly town 
dog, will help students know if they are right or wrong. Also, 
Ernie will give a message to try again after a wrong answer. The 
activity continues until each place has been correctly identified 
on the first try. Ernie rewards students with some fancy twirling 
when the activity is completed without an error. 


Help Screen: 


A help screen with place value labels is presented when a 
student makes an error on the second attempt at a problem. 
Also, the help screen may be referred to by pressing H during 
a problem. If the student wishes to use the help screen only as 
a quick reference, he or she may return to the problem by 
pressing P. 


Program Options: 


When the program is first loaded, the activity is set to display 
digits through the millions place. The level of difficulty can be 
changed by pressing control and T at the same time to access 
the program options. By pressing the space bar, the teacher 
can select practice with 4-digit numbers, 7-digit numbers, or 10- 
digit numbers. ? 


In addition to selecting the standard practice options to the 
thousands, millions, and billions places, the teacher may set 
other practice options. With the arrow pointing at 4-digit num- 
bers, the teacher can press 5 before pressing return and will 
generate practice problems to the ten thousands place. Press- 
ing 6 will result in questions through the hundred thousand 
place. Also, with the arrow pointing at 7-digit numbers, the 
teacher may press 8 or 9 to set the number of digits displayed 
during the practice activity. Once the teacher option is set, it will 
remain the same until it is reset or until it is reloaded from the 
disk. Again, if the teacher does not access the option page, the 
program will present 7-digit numbers. 


Rounding Numbers (Disk 4A) 


Program Description: 


As Trailhand Dan watches over the cattle herd, he enjoys 
helping students practice their rounding skills. The student will 
be asked to round a number to the nearest ten, hundred, or 
thousand. The correct answer and 3 wrong answers are pre- 
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sented in a multiple choice format. Dan, his trusty horse, and an 
attentive cow will let students know if their answers are right or 
wrong. When wrong on the first attempt, the child is asked to try 
again. If a student has difficulty on a second attempt, a help 
screen is presented. Each exercise includes ten problems. The 
number in the upper right-hand corner indicates the problem 
number. | 


Help Screens: 


When a problem is missed twice or when the H key is pressed, 
a help screen is presented. Using the same problem with which 
the student was having difficulty, the help screen guides the 
student step-by-step through the process of rounding. After 
completing the problem on the help screen, the student returns 
to the activity with Trailhand Dan and is required to answer the 
same problem correctly before continuing. When a student 
understands his mistake before completing the help screen, he 
may return to the problem in the program by pressing P. 


Program Options: 


By pressing control and T at the same time, the teacher can 
access a menu of program options. Simple directions allow the 
teacher to select rounding to the nearest: 

¢ ten 

e hundred 

¢ thousand 

¢ ten and hundred 

¢ ten, hundred, and thousand 

Once the rounding exercise has been selected, it will remain the 
same until reset or until the program is reloaded from the disk. 
lf the teacher does not specify a practice option, the program will 
provide practice in rounding to the nearest ten and hundred. 


Basic Math Facts (Disk 4B) 


Program Description: 


_ Have students solve the basic math facts displayed on the 
screen as rapidly as possible. When all six problems have been 
answered correctly, a new row will appear. As students work, 
the problems will disappear from left to right. If answers are not 
entered fast enough, a problem may disappear before the 
student can complete the answer. When an answer is incorrect 
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or when the problem disappears before the answer is com- 
pleted, the student’s turn is done. Students can then press 
return to watch Bronco Buck ride a wild bucking bronco. The 
more problems answered correctly, the longer Buck will ride 
before being tossed. To master basic facts, students should get 
right back on and ride. A top score chart lists the ten top riders 
for the day. The score indicates how many problems were 
solved correctly. A, S, M, and D indicate whether the practice 
included addition, subtraction, multiplication, or division facts. R 
indicates practice of random basic facts. 


Help Screen: 


When a student gives the wrong answer, a help screen displays 
the problem along with the corresponding family of basic facts. 
After correctly answering the problem on the help screen, the 
student can press return to see Buck ride and to view the Top 
Scores Chart. 


Program Options: 


The teacher may access a menu of program options by press- 
ing the control key and T at the same time. Simple directions 
allow the teacher to specify the type of basic facts to present for 
practice. 


Computation Coach (Disk 4B) 


When first loading this program, the teacher or student must 
select addition and subtraction or practice in multiplication and 
division. After the chosen activity has been loaded, the student 
is challenged to solve math problems on the sign at the stage 
depot. Tumbleweed and the stage passengers are eager to let 
students know whether answers are right or wrong. When 
solving addition or multiplication problems, press C to carry a 
number to the next column. When subtracting, press B when a 
borrow is appropriate. For division problems, be sure to press 
the return key after each completed step. 


For example: 

1. How many 6’s in 50? 8 
Enter 8, press return. 3 

2. Multiply. 8 x 6 = ? 6 | 9084 
Enter 48, press return. 2 AS 

3. Subtract. 50 - 48 = ? 28 
Enter 2, press return. 

4. Bring down. 


Enter 8, press return. 





lf a wrong digit is entered, press the back arrow (<) key once. 
Press the back arrow key twice to erase a sequence of steps. 


For example: 33 
1. How many 6’s in 28? | 
Enter 3, press return. : pe 
2. Multiply. 3 x 6 = ? — 
Enter 18, press return. 28 
3. Subtract. 28 - 18 = ? 18 
Enter 10, press return. 10 


Ifthe student now realizes that because 10 is larger than 6, there 
are more than three 6’s in 28, pressing the back arrow key twice 
will erase the sequence of steps back to How many 6’s in 28? 
To erase further than one sequence of steps, the student must 
use the delete key. The delete key will erase all work done on 
the problem and allow the student to begin again. 


Each exercise consists of 5 problems. Try to answer all 5 
without an error. If help is needed during a problem, press H. 


Help Screens: 


When an answer is incorrect, the student is prompted to try 
again. If the second attempt on a problem is also wrong, a help 
screen is presented. A help screen also will be presented when 
the student presses H during a problem. The help screen will 
guide the student step-by-step through the addition, subtrac- 
tion, multiplication, or division problem with which he was 
having difficulty. Whether a student’s mistake was incorrect 
procedure or a simple computation error, it is addressed on the 
help screen. After completing the problem on the help screen, 
the student returns to the stage depot and is required to solve 
the same problem independently. If, while on the help screen, 
the student understands where he made his error, he may 
return to the problem in the program by pressing P. 


Program Options: 


By pressing control and T simultaneously, the teacher may 
access a menu of program options allowing selection of the type 
of problem for students to practice. 
¢ add with carrying 
¢ subtract with borrowing 
¢ add and subtract 

or 


¢ multiply by 1-digit 
¢ divide by 1-digit 
¢ multiply and divide 


The addition and subtraction options are set to generate prob- 
lems with 4-digit numbers. Problems with 3-digit or 2-digit 
numbers may be selected by pressing a 3 or 2 while the arrow 
is pointing to the desired type. Similarly, the problems for 
multiplication are standardized as 1-digit by 4-digit numbers. To. 
generate problems of 1-digit by 2-digit numbers, simply press 
the 2 key while the arrow is pointing to the multiply by 1-digit 
option. Then press return. Division problems may also be 
customized to have either a 4, 3, or 2-digit dividend with a 1-digit 
divisor. Press R, instead of anumber, to generate problems with 
the number lengths randomly selected within the parameters of 
the program. 


Once the problem type has been selected, it will remain the 
same until reset or until the program is reloaded from the disk. 
lf the teacher does not specify a program option, the program 
will present random addition and eae es with 4- 
digit numbers. 


Disk 4B must be in the disk drive in order to change from addition 
and/or subtraction to multiplication and/or division problems. 


Computation Corral (Disk 4C) 


Computation Corral is quite similar to Computation Coach. 
However, Computation Corral does not have animated graphic 
characters and Computation Corral uses larger type for display- 
ing problems. By eliminating the animated graphics, sufficient 
memory was saved to enable the addition, subtraction, multipli- 
cation, and division help screens to be loaded together, provid- 
ing a more versatile menu of program options. The control T 
options for Computation Corral are: 

add with carrying 

subtract with borrowing 

add and subtract 

multiply by 1-digit 

divide by 1-digit 

multiply and divide 

random +, - , X, + 





The addition and subtraction options are set to generate prob- 
lems with 4-digit numbers. Problems with 3-digit or 2-digit 
numbers may be selected by pressing a 3 or 2 while the arrow 
is pointing to the desired type. Similarly, the problems for 
multiplication are standardized as 1 -digit by 4-digit numbers. To 
generate problems of 1-digit by 2-digit numbers, simply press 
the 2 key while the arrow is pointing to the multiply by 1-digit 
option. Then press return. Division problems also may be 
customized to have either a 4, 3, or 2-digit dividend with a 1 -digit 
divisor. Press R, instead of a number, to generate problems 
with the number length randomly selected within the para- 
meters of the program. 


Once the problem type has been selected, it will remain the 
same until reset or until the program is reloaded from the disk. 
lf the teacher does not specify a program option, the program 
will present random addition and subtraction problems with 4- 
digit numbers. | 


Computation Corral is completely disk independent. Simply 
access the control T menu to switch from any operation to 
another operation. It is not necessary to have the disk in the 
drive. 


Wild West Test (Disk 4C) 


Program Description: 


After practicing one or more activities, the teacher can test 
students’ competency on the Wild West Test. The Wild West 
Test does not utilize motivational graphics. It does not provide 
audible or visual feedback to indicate if answers are right or 
wrong and it does not offer tutorial help screens. The Wild West 
Test does generate problems based on teacher specifications. 
The problems are presented to students, scored, and recorded 
for the teacher. 


To use the level 4 Wild West Test, select menu option 2 on Disk 
4C. The first student may enter his or her name, using up to ten 
characters, and begin taking the test; or the teacher may press 
the G, Control, and T keys simultaneously to select test 
— content and level of difficulty. If the teacher does not specify test 
content at this point, the program will automatically generate a 
20 problem test based on the preset values from the activities 
on the level 4 disks. . 


Test Options: 


By pressing the C3, Control, and T keys when student initials 

are requested, the teacher will access a series of menus 
allowing the test to be tailored to teacher specifications. The 
first menu will list the types of problems that can be included on 
the test. By pressing Y or N, the teacher can indicate whether 
or not each type of problem will be included. Pressing Y will 
result in five problems from that category appearing on the test. | 
If the teacher wants fewer or more than five problems in a test 
category, press a number key instead of Y. By pressing 2, the 
result will be two problems on the test from that particular 
category. Select from 1-9 problems by using the appropriate 
keys. Press 0 to request 10 problems in a given category. A test 
can consist of from zero to ten problems from each category. 


After specifying the categories to include on a test, the teacher 
will be presented with option menus from the categories where 
further choices can be made. For instance, if “computing” is 
selected as a test category, a more detailed menu will allow 
selection of the problem type and level of difficulty. Refer to 
“Program Options” under each specific activity for information 
on how to fully utilize these menus. 


After establishing all test parameters, the teacher will be asked 
to insert a three-letter code which will be required in order to 
access the summary of test results and printout options. Stu- 
dents taking the test will not have unauthorized access to 
scores. After completing the test, if a student presses S fora 
summary, he or she will be asked to enter the summary access 
code. If a wrong code is entered on two attempts, the summary 
will be locked from that student. The teacher may access the 
summary by pressing S at the end of a test or during the initials 
input and then entering the correct Summary access code. If no 
code is specified by the teacher, the computer will accept the 
letters SUM. . 


Monitoring Student Performance 


After each activity, the teacher or student may press return to 
start again or may access a performance summary by pressing | 
S. The summary provides a cumulative class total for problems 
presented and problems answered correctly in each category. 
The initials and performance summary of the current player 
also are provided. The first number given in a column shows 
how many problems were answered correctly in a specific 
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category. The second number indicates how many problems 
were presented in that category. Use the < and > keys to scroll 
to the initials and corresponding score of other students. To 
prevent access to other students’ scores, lock or unlock the 
scroll function by simultaneously pressing the control and L 
keys while on the menu screen or after going directly from the 
menu to the summary. The control and L keys are not opera- 
tional when arriving at the summary screen from the program 
activity. Scores are recorded for up to 30 sets of initials. Per- 
formance results for all initials entered after the first 30 and for 
all children who did not enter initials are recorded under XXX 
and are included in the cumulative class totals in each category. 


Printer Option 


While viewing the summary of student performance, press P for 
a printout of results. The printout shows how well each student 
has performed within each separate problem category. A sum- 
mary of class cumulative totals also is provided. 


The printout options for the Wild West Test are different than the 
printouts for the practice activities. The Wild West Test offers a 
printout of the specific problems on a particular test. This list of 
test problems serves as an answer key and a reference for 
following up on problems that individual students or the class in 
general have difficulty with. The printout of problems is not 
intended to be duplicated to serve as a written test. 


The Wild West Test also offers a printout of student scores. It 
provides a listing of the names of each student who took the test 
and displays which problem numbers were not answered cor- 
rectly. Class totals allow for easy item analysis to determine in 
which areas or on which specific problems the class requires 
additional work. 


Special Keys 


H Pressing the H key during an activity will initiate 
a help screen to guide the student through the 
problem which they are attempting. 


P Pressing P while on a help screen will return the 
student to the problem in the main program. 


control T Pressing the control key and T at the same time 
will provide access to the teacher options avail- 
able for a given activity. 
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control S 


t— 


delete 


CG ese 


Pressing the control key and S at the same time 
will switch the sound on or off. 


Use the back arrow key to erase a single digit 
response. Pressing the back arrow twice will 
erase one sequence of steps (i.e., in long divi- 
sion: how many?, multiply, subtract, bring down). 


The delete key will erase all of the work on any 
problem and allow a student to start over on the 
problem. 


Pressing C at an appropriate time during an 
addition or multiplication problem will allow the 
student to enter a number to be displayed as a 
Carry. 


Pressing B at an appropriate time during a sub- 
traction problem will initiate the display of a 
borrow. 


Press D to place the decimal point in any prob- 
lem involving decimals. 


Pressing A during an addition, subtraction, multi- 
plication, or division problem allows the student 
to enter the answer from left to right. 


Pressing ? will access a screen of simple pro- 
gram directions and reminder of some special 
key functions. 


Pressing S at the end of any activity will call upon 
a summary of student performance. 


Pressing the C3 and esc keys will take you 
directly to a main menu. 


Disk Independent Operation 


Micrograms programs are designed to load quickly and to 
operate independently of the disk drive. This enables you to 
load a single program into more than one computer. Children at 
several computers can use the same program simultaneously 
without needing to access the disk. Disk independent operation 
is intended to facilitate efficient usage of our materials and 
minimize the need for purchasing multiple disks. 





Customer Service 


At Micrograms our dedication goes beyond developing top 
quality educational software. We are further committed to 
keeping in touch with teachers across the nation and address- 
ing any software needs they have. Our toll-free customer 
service line is offered to help teachers with software concerns. 


lf you are encountering a problem, have a question, or would 
like to make a suggestion, please call. Feedback concerning 
specific strengths or suggested refinements in current pro- 
grams better enables us to continue to develop software that is 
effective and tailored to teachers’ expressed needs. 


1-800-338-4726 


Micrograms 
Guarantee 


Micrograms is proud of the classroom 
effectiveness of its offerings. We invite 


you to use and review our programs 
for 30 days. If after use and review, 
you feel our programs are not effective 
instructional tools, you may return them 
for a full purchase-price refund. 
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